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Bildergebnis für renderman

https://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&ved=2ahUKEwjw-oS7wKHeAhXFZVAKHbmGDNUQjRx6BAgBEAU&url=https://forums.autodesk.com/t5/maya-animation-and-rigging/renderman-rendering-character-problem/td-p/6285817&psig=AOvVaw2QngNONBlVbVfG06g79qhX&ust=1540553834982641
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http://cloc.sourceforge.net/


▪

▪

▪

▪

▪

▪

▪

▪

▪

▪

Scene 

Graph

Physics

User 

Interface

AI

Graphics
Game

Content

Game 

Engine

Audio



▪

▪

▪

▪

▪

▪

▪



▪

▪

▪

▪



▪

▪

▪

▪

▪



▪

▪

▪

▪

▪

▪

▪

▪



▪

▪

▪

▪

▪



▪

▪

▪

▪



▪

▪

▪

▪

▪

▪



▪

▪

▪

▪

▪

▪

▪



▪

▪

▪

▪

▪

▪

▪

▪

Flocking 
Finite State Automata

Neural 

Network 

Seek and Flee Behaviour



▪

▪

▪

▪

▪

▪



▪

▪

▪

▪

▪



▪

▪

▪

▪



▪

▪

▪

▪

▪

▪

▪



▪

▪

▪

▪

▪

▪

▪

▪

▪

▪

▪

▪



http://www.amazon.com/Game-Engine-Architecture-Jason-Gregory/dp/1568814135/
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